





































ISSN 2561-6218          Page	 	 31	
Marasco,	E.,	Gatti	Jr.,	W.,	Kim,	B.,	Behjat,	L.,	&	Eggermont,	M.	(2017).	Curious	conversations:	Using	game-based	learning	to	develop	creative	culture	within	technical	courses.	
Papers	on	Postsecondary	Learning	and	Teaching:	Proceedings	of	the	University	of	
Calgary	Conference	on	Learning	and	Teaching,	2,	57-63.	McGonigal,	J.	(2010).	Gaming	Can	Make	a	Better	World.	TED	Talk.	Retrieved	from	http://www.ted.com/talks/jane_mcgonigal_gaming_can_make_a_better_world.html	Tertiary	Education	Quality	and	Standards	Agency	(TEQSA).	(2017).	Good	Practice	Note:	Addressing	contract	cheating	to	safeguard	academic	integrity.	Retrieved	from	https://www.teqsa.gov.au/sites/g/files/net2046/f/good-practice-note-addressing-contract-cheating.pdf?v=1507082628	White,	A.	(n.d.).	Academic	Integrity	Board	Game.	Retrieved	from	https://aibg.amandalovestoaudit.com/	White,	A.	(2018).	Can	academic	integrity	be	taught	using	a	board	game?		Retrieved	from	https://futures.uts.edu.au/blog/2018/05/31/can-academic-integrity-taught-using-board-game/			
